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I- 0. SILVER 

b> Hnsl mihelmsen 



INTROULCnON 

I U. SILVER is a hi-ra& stratefi/artade game for the Appple [l senes of 
comfiulers. Dr, ), 0, Silver is a scmi-worid famous hi-res i scientist and 
rennwnt'd hardware nut. The Pmfcssor is forewr attemplitin^ tn build Ihe 
new fifth generation "Super Co mputtr" ftom thi- array ofif inteiyaleil circuits 
icomputer chipi) im the Apple sown. Vourjob is lo hef[tp him ou(. 

HARDWARE KKQl'IRRMKNTS 

Thf only haniwarc fenmred to play t O- Sihti is any vetsaon erf Apple U 
and i disk drive. Wdl. o. k,. jmi do need a monitor — a ccokir monitor will 
add color to lh< game, but a tron-crJor screen wll work j jus* as well. If >ou 
have a monochromp monKor i((t«n .ween, black-and-wfchite, etc.t, ycm can 
discern the difTercnt colors by the patterns on the pla>inji(t pieces. Whenever 
we refer to "color" in these instructions, we also mean "rpattem". 

Vou can ptaj) the game using only the keyboard lour f.favorite way), but a 
joystick is an optional accessory (and besides, after a fewv years, if you tire 
of the game, the I 0. Silver disk and a joystick can be imised for a rousing 
game uf Sappy rinA toss). 

BACK IT UP 

tn heeping wth Efcagie Bms tradition, the I. O, Silwr dissk comes from the 
bctor>' unlodted tnd unprotected "Unlodttd" means thaal if youre into 
machine language— or would like to be — you can tnspred or change the 
lame to see what mates it iwwfc ' ynpfiotecteir means yyou can copy the 
disk with the standard ,\pple copy pnjgram that came wiiith tout Apple. 
Tbat way if your original disk faib (or falls into Ihe Bsh t tank), you've got a 
replacement. Make a backup of Ihe disk now; we'll wait I here. 

US CRAZY? NO WAY, JOSE! 

Selling a ci^j.-able game disk is considered b>- sonie in ouur industr>' to he 
what s laioinTi as — tn business terms— a "dumb mtJve" IWe heartily' 
iteipce. and Mkvc that makii4«ftwvE mm frkndl>T makes il a more 
lafaable product to you. ourwlued cudomer- Please suppport our eftjrts by 
not giving CDfiies away lo your ffktvh. Every illegal copyy you see or use is 
a vrte FOB copy pftHcrtion and AGAINST fnendly sofHwsarc. ViHt s«pport 
us, and well sufipoft you. 

SOURCE COBE AVAILABLK 

Some of you advanced programmers might be inlerestedd in obtaining the 
source code for I. 0. Silver. If su, chedc the Appettdix (poage 20), 
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The Object of the Game 



OCT RICH BV PUSHING CHIPS! 

The olifed of I. 0. Silwr ts to move the Professor anHuid the screen and 
push together all of the chips of the sarrre color, thus combining them and 
creating other parts which ultimately create a Super Computer. For each 
Super Computer built, you get a hi-re£ medal and tons of imaginary cash. 

Short of that lofty goal, the object is to survive and earn as much money 
as possible by combining as many chips and other Lomputer parts as you 
can, High scores are ssvtd on disk at tbe end of each game, iiesidcs 
getting the all-hme highest score (and becoming famousi. there is no way 
lo actu^ly "win" the game. 

DE-BL'CGERS WANTED 

You will work within a one sinsulated-year deadline and corutanlty be 
harassed by a gang erf computer "bugs" which Mill try and rob you of your 
most valuable asset — time. You can, however, earn even mote money by 
(rapping these p^sty critleis. 

TWO WAYS TO PLAY 

You may p!ay two Jiflerent versions of [. 0. Silver — the high-pressure 
"ARCADE WOHRSHOP' or the take-your-lime "STRATECY LAB". See 
page 6 ftir (ktails. 
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Summary of Game Controls 



KEi^ARD MODE— 

I, J, K 01 M: Moves or turns ihe PrDfesaor, OR pushes I if not l^odwdt the 
acQaeem chip thai the Profess*ir is facing— up, left, right or diown. 

CONTROL-C: (jets ynu change frnm I J ' K/M to another set of key?, 

C0NTROI>-A: .Switches to joystick I instead of keyboardi conlml uluring the 
g^me. Vou mayadiusl your joystick when the switch is made. 

JOYSTICK MODE— 

JOVSTICK STICK: Moves or (urns the Professor in the dintclion seiefled. 

JOVSnCK BUTTON t either mttY. Pushes (if not blockEdl the adiiacfnt 
chip that the Professor is facing. 

CONTROL-C; Lets yuu aiusl your jo>'sUck fbr prnfier centering. 

CONTROL-B: Switches to kfyhoard (instead a/fiov^ck) ohiIidI idunng the 
game You raiy optiDna!)>' change lioni I/J/K/ M to another set of 
keys when lJ>e switch is nmk. 

BOTflMODES- 

CONTROL-S: ToggJta the sound o(i and off during the game, I Rieniember. 
if you have an Apple with a volume control, be sure the volutme u not 
all the way down if you want sound.) 

ESC: Ends Ihe cun-ent level (Note: The Arcade Workshop versiom requires 
at least as many execution points as the level number to end a level — 
page 331, 

RETURN; l^cts ytju Lake a vacalfon and study the screen to plan your next 
set of moves (Areade Workshop only!. 

CONTROL'RESET (not rccommended): SltJps everything in its tracks and 
fonxs you to ft-boot a disk 
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Summary of How to Play I. 0. Silver 

(The smaii numbers like art pope r^emces for mtm^ itiAitmalkM.t 



GETTtNC STAIiTED- 

U BOOT THE WSK b> insertmg it m your main drh* and tumrng on 
your Apple. You wtll see the Disk Menu with its O and S ofitionA* 

■ PRESS T— You wilt soon see the game's Titk Sawn. 

■ PRESS ASY KEY when the driw stops— Vou will see the main menu.* 

■ PRESS "1" to play the Arcade Workshop version* of the game lor select 
one ot more of the other options).* Vou will see the chip ^^^ues." 

■ PRESS ANY KEY and you will see the Laboratory (playing screen.*) 

PLAYING THE GAME— 

Some Rules Before Vou Start I. 0. Silver is played on advancing "levels"'* 
numbered from 1 to 2f) Vou have a one year time limit on each level, 
indicated by the calendar* at the top of the screen. If time runs out, it costs 
you one Professor." You are given three Professors to stail the game (you 
only play with on« al a timet. 

■ PRESS ANY KEV lo nleasc the hugs and befiin pUymg the g»me. Mcwe 
the PrD^es5(yr<^ dodging the bugs as much as possible. Push the chips" to 
combine as many of the same cslar land pattern) as you can. When all the 
chips of one color are comNnei they become a "circuit bowd"." which 
may be combined to citMc other pals," which ultimately, if you're good 
enough, will combine down to become one oiiject- the Super Computer, 
earning you a well-deserved medal and the biggest prize money. 

Each chip combination and new object created (like a circuit board! 
earns you money. You may also trap bugs" between chips to earn mote 
money and, at least temporarily, get them off the screen. 

Creating any new part Mike a circuit board! gains you one or more 
"execution points",'* If the number of execution points equals or exceeds 
the current level number, you may press ESC and go on to the next level." 
where >tiu will start over with a new hatch of chips OR you may continue 
eanving money b>' building on the current level, 

11 time rims out (on l)EC.31 ), the will end and you will get to 
replay the same lev«>l ( unless you have used all three of your f^fesoo;'' 
then the game is overt, 

Your earnings and the number of Professors remaining will be reported 
between levels in an "annual leport".* High scores and in-prngness games 
may be saw! on disk ** 



Features of the Game 



■ THE DISK MENU 

This menu will appear when you turn on yoatr Apple to boot the disk: 

(1} PLAY I. 0. SILVER 

(0) OTHER STUFF 

I SI STOP FOR NOW 
"Other Stuff' is self-^splariattiiy; try it stuncliinie. "Stop for Now" is rather 
boring and not recommended PRESS THE "T KEV to play I. 0. Silver. 

■ THE MAIN MENU 

When yiiu see the game's title screen and thic disk drive stops, 
PRESS ANT KEY and the following list of oiptions will apijear 
L ARCADE WORKSHOP 

2. STRATEGY LAB 

3. SEE HIGH SCORES 
i. SEE SAVED GAMES 

5. SKLKCT JOYSTICK lar AOIUST JOySTICKt 

6. CHANGE KEYS for SKt.fXT KEYBQAltD) 

7. SOUNIJ: ON (ar SOUND: OFF/ 

8. TV: COLOR (or TV: MONOCHROMm 

9. QUIT 

At this point yau may simply PRESS "l" OH, "2" to pJay the game, or 
mate adjustments by selecting one or more lof the other options, Followng 
is an explanation of all the Main Menu optioins. 

OpUons 1 and 2 — 

Select one of these two options (press "V or "2") to start pla>ing a game. 
You decide which of these two versions of 1. 0. Silver is for you: 

ARCADE WORKSHOP 

Til is \ieraion ol^ I, 0. Silver has more actioin. It is also more pressure- 
packed, since you are given a firm deadlime and a mom full of "hu^" 
that are out to zap you uid bring that deadline even closer. 

STRATEGY LAB 

Thus wrsion oi" I. 0. Silver puts no time iSmit op you — you can take all 
day to make a move— and bugs arc prohiJbited. After trying the game 
both ways, the Strategy Lab may be the ranly version i-ou want to pfay. 
Or you may want to tise it to practice or flo plan an attack that can be 
used in the Arcade Workshop. Isee page 118 for more detjiilsj 



Option 3— SEE HIGH SCORES 

This option lets you look at the high mi Arcade Workshop scares (if any) 
that have been saved on the disk that is currently in your main drive. 

Option 4— SEE SAVED GAMES 

This option lets you see a list of op to ten in-progress Arcade Workshop 
games that were saved (by >'ou| on disk. You can select one of these games 
(thus removing it firom the disk), if any exist, and continue playing it at 
the point from which it was saved. 

Option 5- SELECT (or ADJUST) JOYSTICK' 

This option lets you control the game with a joystick (instead of the Apple 
keyboard I, or adjust it if it's already selected, (When the disk is first bootedj 
the keyboard is automatically the contrriHing device,) 

Option 6- SELECT (or CHANGE) KEYBOARD* 
This option lets yoo play with the keyboard (instead of a joystick). If the 
keyboard is already selected, you may use this option to change the keys— 
I, J, K and that control the game. ( Beagle (iros is r}t>i responsible for 
injuries suffered when using the I/J/K/M configuration,) The four arrow 
ke>^ (found on some Apples) are an obvious, hut HAD alternate key choice, 
we think, because of the way they are positioned on the keyboard. You 
might like to try two-handed operation by choosing A & Z (up & down) 
and the left & right an^iws (left & right). 

Option 7- SOUND: ON (or OFF)* 

To toggle the sound on and ofif. press the "7" key. If you hear a tone, 1. O. 
Silver will be played with a variety of beeps, buKses and music. Don't 
forget — if your Apple has a volume control, turn up the volume, 

Option 8— TV: COLOR (or MONOCHROME) 

If you select Monochrome, the g^me will simply be played with more 
contrasting colors. Both versions work with both kinds of monitors. 

Option 9— QUIT 

This option will let you boot a disk. 

' Yuii may atsa cnnlral this fe^lunf v>\nk iht iMnie ii runninit 
See SUM MARY OF CAME CONTROLS on pane 4 . 
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Chip and Bug Values 

Before each tevt-t b^m. you will be sho^Ti the values for Erambining chips 
and trapipind hufSS, The screen will lM»k someihinB like this: 







1 FUFI Bl i 
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sis • 1 
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C^pl f£ibWf 


*i DUO 


DEBUG(I[NG BOKtlS: 


1 lessee to »2S.88S 




tZ5» PER DAY 








t^.MS 14. dee 


PBESS 


fl«V KEY 



the tcpf nfth( » the upcoming lew! nuTnber I'nder that are the six 
diftetent ctilnr chips and the values tlut vill he obtained by cornbtniitg tw 
chi|is 111' tl\3i cfi]<w The "De-Bumcmg Honus" is ttie ainount «amed ifyou 
can end a I«vg) v^ith no buf(i Ipafie 15l The Tinie Bonus" b the amount 
you will am for each day Tcmaintng m the cakncbr when you end a levd. 
The voJuKS under the four buits at the bottom are the amounts eamed far 
trappinn each one. 

The values 5hcn»n w this icrecn increase on each le^tl- The vdue* far 
CDTnbininig parts other than chips (like circuit boards) do not 
pifff: 14 far these values. 
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The Playing Screen 



The I. O. Silver playing scueen consists of a one-Uneicorebaard al the top 
and k iibcxatory full of chips helaw. 




THE SCOREBOARD 

Al the top oflhe screen then are four intScators of tk pio09» d the 
game at the current level; 

CALENDAR I Arcade Workshop oidyt On the left is tie calendar. It befgns 
al JAS-Or, Vt^wn it reaches "DEC^l", the level enfa. When yiiu ai« 
isapped by a bug. the iite will increase by a number »f days, depending on 
which hug was the culprit Ija^ 1^1 

VACATION INDICATOR (Arode Workshop onlyt T> the right of the 
calendar are four small dots. These dots show how irany vacations you 
have remaining in the curirn* levd tsra RETlfRN on page 4>. 
LEV EL NUMBER- To the right i>f the vacation indiotor ls the current 
level number, a colon and the number of enecution Mints earned so fer 
(page 131 

MONEV" EARNEth Al the far right is the amount of money earned so fat 
on the current lewl It is not the total score for the vhote game. That wilt 
be piinleJ as "Caiwr Earnings" in each annual repot (page 16K 



THE PUYFNC SCREEN {conLinucd) 



THE LABORATORY 

Betow (he scoreboard is the lahoralorj.' itself, a field of computer chips 
ready to be pushed and assembled by the Professor. There are three main 
things you must know about this imaginajy workshop; 

■ The Professor is not strone enough to get two chips moving at the samt 
time. Therefore, you cannot push a chip when there is another chip (of 
a different cotor) blocking it 

■ Eveiything "wraps around"' in evei>' direction^ — the moi-ement of the 
hugs, the chips and the Professor, Think of the screen as a ilattencd-oul 
"sphere" (f you want. This means that if you're near the bottom of the 
screen, the fctest way to the top is down. The ftstest way fom fer left 
lo far right is left. And so on. 

■ Last hut not least, YOU MUST BE CAREFUL when you push a chip to 
make sure there is another one fn its path to stop it. If there isn't, the 
pushed chip will keep gning, wrapi arquml thi? screen and CRUSH YOUR 
BODY, forcing 3J\ early retinement and ending the current level with one 
Professor down the dr^in. Painful and embamssing. 




it will urap tmund and OESTftOY Mm IDJ. 



Moving the Professor and the Chips 



Practice makes perfect Or sO' they say. You will probably leam more by 
messing around with the garme lhan by reading this page. Read it anyway. 

KEYBOARD CONTROL 

Pressing the I, J, K or M key will cause the Professor to walk up, left, right 
or down, respectively. He wilU walk (oral least lumj in the direction 
selected until he runs into a ichip, or uiitil you press another direction key. 
You may press a key a little im advance of a move, and the Professor will 
remember. Sorry, no stopping tietween chips. 

Once the Professor has sto»pped at a chip, you may press the direction 
key again to push that chip fiif another chip isn't blocking itj. Or press one 
of the other keys (L J, K or Ml) to v*^k for at least tumi in another 
direction. 

[f you are using an Apple liike a lie or He (with a built-in repeat -key 
hjnction). DO NOT HOLD THE KEY DOWN when you move the 
Professor. If you do, he wilt walk up to a chip AND push it. This is 
something you will often not want to do. All moves in this game, 
intentional or not, are irfEvensihIe. 

If you don't like the l /J/K/M configuration, change it from the main 
menu hefbrc the game starts., or by typing CONTROL-C during the game. 

JOYSTICK CONTROL 

The joystick works much like the keyboard (see ahovel The stick moves 
the Professor, and either bultton pushes a chip. Just a slighl push of the 
joystick will movtf (or at least turn) the Professor in the direction .selected 
Once you see movement, let the stick spring hack to its center position. 
Pressing either one of the buuttons on the joystick will push an adjacent 
chip f if another chip isn't blocking itl in the direction the Pnjfessor is 
&dng. 

ff the Professor keeps goimg a direction you don't want him to, your 
joystick may not be centercdi properly. Tr>' adjusting it by pressing 
CONTROLrC during the gamie. If this method fails, you'll have lo use the 
keyboard 
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Combining Parts 



When a level smarts, Ihe object Is to combine as many same<olor chips as 
possible, eventually making other "advanced parts '. (Every part uther Lhaji 
a chip is referred to as an "adv'anced part" ) Ultimately, when theire is only 
one shape kfl. you've got the Super Computer. 

Each time you combine two samc-citlor chips into one. you cam a 
certain amount of money. When all of the chips of one color have been 
combined, they become a new part— a CIRCUIT BOARD. Circuit boards 
combine with other circuit Ixiards and parts I hul not with chips) to make 
other advanced parts, which combine to eventually make a Super 
Computer. 

YdU have the opportunity to build one Super Computer on every level. 
Each time you do. you will receive a Medal. Your Medak will be 
prominently displayed in the annual report and tallied on the high score 
screen. 

I. 0. SILVBR PARTS LIST 
CHIPS— 

JvA comNrw all ni 
tME CHIPS ard then llTI 
of (he Am'fVNCKIl PAHTS 
until ><fiu'w StA line fmrl icfl 
THK SUPER COMPUTTER[ 

ADVA\CED PARTS— 

Circuit Board (made /mm 5 chips of ihe samecolor} 

(Each of these parts is made from 
tiny two other advanced parts.) 



White 
Hack 
Green 
Violet 
Ofange 
Blue _l 



— (xtart each tet>et with 5 of each) 



Calculator 
Micni Computer 
Mini Computer 
Mainframe Compute 
Super Computer 



WE REPEAT lin case you've heen asleepl: 

■ ONLY MATCHINC^OIjOR CHIPS KJW BE COMBINED. 

■ AfJVANCED PARTS COMBINE WITH ANYTHING EXCEPT A CHIP. 
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Levels and Execution Points 



When you start the game, you will play on l^el 1. If you eompiete t;evel 
1, by earning enough "execution points", you Vk'ill advance to Uvel 2— 
starting over with a different arQngement of chips — on up as high as you 
can go 126 i."; the highest level, and probably impossible: let us know). 

COMPLETING A LEVEL 

To successfully complete i^iel number x, you must earn x execution 
points, Enecution points are earned by turning iine or more types of parts 
into another. For cuample, if you push the last two black chips together to 
make a circuit board, you will earn / execution point, entiugh to complete 
Level 1. If you build 2 circuit board-s, you gel 2 execution points, enough 
to complete livel 2. Creating other types of parts is wfsrth even m«re (page 
Ml All of these accomplishments also earn you big bucks, but money is 
not directly a factor in completing a level. 

^^Tien the number of execution points totals the current level number, 
the two numbers after "Level" at the lop of the screen will match, a special 
sound will play, and you will I undoubtedly) feel a warm glow of 
satisfaction. But the level does nai auiomatically end at this point. You 
have two options — hit the ESC key to quit the level and earn a bigger 
Time Bonus, or keep playing to huild more of the Super Computer. 

^me Free Advice: Push two circuit boards together whenever possible. 
Apart they are worth 2 exec uh or [wints. hut pu.shed together [making a 
calculator), they are worth 4 points, enough to complete Level 4. This is 
much easier than trying to make 4 circuit boards. 

FAILING TO COMPLETE A LEVEL 

■ If the calendar hits '"DEC.^l" before you have enough execution poink. 
you witi lose one of your 3 Professors and have to replay that level. IF 
you have any Professors left, that is. If ^"ou don't, the game ends. 

■ If there are no possible moves left (if there are no chips in line with each 
other and no chips can he pushed) the level ends. 

■ The worst way to end a level is by pushing a chip which is not in line 
with any other. The chip will wrap around the screen AND CRUSl I 
YOU, forcing you to play that level again, regardless of the numher of 
execution points earned so far in that level, Any Time Bfjnus or f>e- 
Bugging Bonus you earned will be lost. You will also lose one Professor. 
You will become depressed. 
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Earning Money and Execution Points 




The primary goal of 1. 0. Silver is to earn mtonsv. Earning execution points 
is important too, since they let ytou advance to the next level, thus buying 
ynu mare time and increasing thte values far combining chips and trapping 
bugs (see ne^t page). 



CHIPS 

Money Earned for Coimhining 2 <nf Same Color: Varies for each level 
Execution I'oints: Nome 
CIRCUIT BOARD 

Made Flram: 5 chips oif the same color 
Money Earned for Creating: $25.iOOD 
Execution Points: 1 
Time Earned: 2 Mnntlhs (Big BomiisH 

CALCULATOR 

Made From: 2 circuit boards 
Money Earned for Creating: S5ft.)(XM 
Execution Points: 2 



imt comhinr aEI of 
THE CHIPS aril IhcTi all 
of I he ADVANCE t) I'AftTS 
unlil you'sE got UTie pail Ih^H- 
THE SLPEH COMPUTER! 




ESS 



MICRO COMPUTER 

Made From: A circuit hoard and a calculator 
Money Earned for Cn^ating: SI 00,000 
Execution Points: 3 
M(NI COMPUTER 

Made From: A micro computer amd a circuit board 

Or 2 calculators 
Money Earned fur Creating: $250,000 
Execution Points: 4 
MAINFRAME COMPUTTER 

Made From: A mini ciomputer amd a circuit board 

Or a calciulator and a micro ccimputer 
Money Earned for enabling: $500,000 
Execution Points: 5 
SUPER COMPUTER 

Made FVom: A mainfhame compuiter and a circuit board 

Or a minii computer and a calculator 

Or 2 miciro compute;?^ 
Monty Earned for CrcEating: S1,WOO,000 
Execution Points: 6 



The Bugs 



These are not your garden variety of crawly bugs, but the kind thai prowl 
Ihe computer wiM. When you are touched by a bug. you do not lose the 
game and the lew! doesn't end. V^hal you do bse is time (sound familiar, 
pragrammers?!. And your one-year deadline gets closer. 

The best defense against the bugs is to AVOID THEM. Your only anti- 
bug weapons are the chips and other parts. Smashing a bug between two 
chips of different colors will trap it temporarily. You will earn from $1,000 
to $4,000 on Level 1 for doing this kind of "emur trapping", (The point 
values for the bugs, like the chips, increase each levet.l However, if you 
later move either of the chips that a bug is trapped between, it will escape. 

DR-BUCCINC BONUS 

Another more effective (and more profitable) way to eliminate a bug is to 
trap it between two chips of the same color. You will earn double value for 
combining the chips, Smashing two hugs at the same lime triples the 
dollar value, smashing three quadruples it, and four bugs quintuples the 
money earned. Plus you also get a big De-BujUging Bonus if you can end a 
level with all of the hugs gone. But watch out — if you get zapped by a 
bug. all trapped bugs will be released 

■ .V, h v""^. Bug * 1; The SOFTFjUL 

■ lU^'- Appearance: White Sparkler 
/Jjl'.' ' . Time Lost if Zapped: One Week 

J Reward for Trapping: $1 ,000" 

Bug *2: The INFINITE LOOP 
Appearance: Spinning Diamonds 
Time Lost if Zapped; 2 Weeks 
Reward lor Trapping: $2,000' 

Bug #3; The OVERFLOW 
Appearance: Pulsating Orange [liamond 
Time Lost if 7apped: 3 Weeks 
Reward for Trapping; $3,000* 

Bufi #4: The SURGE (I'en/ dangerouii) 
Appearance: Blue Lightning Bolt 
Time l^t if Zapped: I Month 
Reward lor Trapping: $4,000" 
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The Annual Report 



At Lhe end of each level, you will be shown an Annual Report, looking 
something like this: 



1 l.n: 31LUEB 


fiHHUflL REPORT . .^..Jl 


LUVCL LUi If^LE 1 LIT 


O"! 1,1' ilf' ^'l 




M T)l^ .JT, '"' 


PUSHES 


26 


UNUSED CHIPS 


19 


BUGS TRfffPED 


e2 


T1I1E3 2RPPEB 


16 


UnCRTIOHS 




DRY5 SEnfllHlHG 




TIOE BOHUS 


156.788 


DEBfJGGIHG BONUS 


tee 


TOTAL IHCOriE 




CAREER EHPNIHGS 


1370,588 


PRESS flMV KEY 


HIT ESC TO 


SflUE GAHE 



T!ie Annual Report is a summaiy of how well you did on each level. Here 
is a mndown of each of the Annual Report categories: 

NUMBER OF PROFESSORS (pictumJ) 

The number of Professors remaining arc pictured al the top right of the 
screen. Al the start of the game you have 3. You lose 1 every time you do 
not complete a level. You get anothtr Professor (up to 8 masimum) every 
time you complEte an even-numbered level, beginning with Level 2. 

NUMBER OF MEDALS (plctumi^ 

Every time you build a Super Computer, you get a Medal. Your Medals will 
be pictured below the Professois. 

LEVEL C0MP1.KTED 

The most recent level completed. 

EXECUTION POINTS 

This number indicates how many execution points were earned on the 
most-recent level. If the execution points are greater than or e^ual to the 
level number, then ynu have completed the level. The only exception is if 
you smashed yourself with a chip. Then you must play the level ag^ji. 



m 



PUSHES 

How many times you pushed a chip on the previous level 



UNUSED CHIPS 

This number shows how many chips remained when the level ended. If 
you pushed all of the chips together into circuit boards, the number would 
be 00. 

BUGS TRAPPED 

How many bugs you trapped on the previous level. 
TIMES ZAPPED 

How many times the bugs got you. 
VACATIONS 

How many vacations you used. 
TIME BONUS 

This amount is earned by quitting a level with days remaining on the 
calendar. The Time Bonus begins at 5250 a day on Level 1. and goes up 
$25 per day for each level, 

DE-BUCGINC BONUS 

This amount is earned by ending a level with atl of the bugs trapped. 
$10,000 is the reward. You gel a $25,000 bonus when AIJ, of the bugs 
have been smashed between chips of the same color. If any bugs are loose, 
the bonus is zero. 

TOTAL INCOME 

This amount is all of the money earrred on the previous level. When you 
begin the next level, this value goes back to zero. 

CAREER EARNINGS 

This amounl is the sum of all earnings so far in the game. At the end of 
the first year. Total Income and Career Earnings will be the same amounts. 
After tliat, Career Earnings will (hopefully) be lai^Ser. 
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Saving Games In-Progress 

When yiiu are in the Arcade Workshop, you can save the (^me In progress 
at the end of any l*vel- You raiglit wart to do this just to take a break. Or 
you might want to go to the Strategj- Lab (via the main menul to tiy out 
the next level. 

IMPORTANT: DON'T SMTCH DISKS. YOU MUST SAVE 

IN-PROCRESS GAMES ON THE I. O. SILVER CAME DISK. 

Press the ESC key when you see "Hit IJSC to save game" (at the end of 
a level only). Enter your name (ur any word, up to eight izharactersl. press 
RETURN and your game will be saved to the disk ( Be sure yau have a 
good, DOS 3.3, non-full, nftn wrile-protected disk in the drive, with the 
drive door dosed. If you don't, you'll get a "Disk Errur" message.) 

When you want to continue a saved game, choose item 4. "See Saved 
Games", from the main menu. Enter the tetter of the game you want to 
play, and you will automaiically enter the Arcade Work-shcp. That game 
Vif|1l be deleted from the Saved Game list. Of course, you can save 11 again 
at the end of the next level, 

A total of ten games can be saved. If you try In save an eleventh game, 
yiyu will first be asked to select a game to he dropped from the list. If you 
don't want to lose any of the previously saved games, pres ESC to keep on 
playing the current ganre. 

Strategy Lab Differences 

As we mentioned before, you may choose to play I. 0. Stiver's "Strategy 
I jh " version by selecting it firom the main menu (page 6), The Strategy 
Lab is less hectic than the Arcade Workshop. There is no calendar, no 
deadline and no bugs. You can relax and play at ynur own speed. Each 
level in Strategy 1-ah is identical lo the same level number in ihe Arcade 
Workshop, You can plan your attack here, and then tackle the Arcade 
Workshop. Or you may want to play the Strategj' I exclusively. A lot of 
people do> 

Before going in the Strategy Lab. ti-pe the level you want to play, You 
can choose any level from 1 lo 26. Vou may leave the level at any time by 
pressing ESC (no execution points are needed here). 

A level will end when you prc!H ESC, or when there are no possible 
moves \efl. or when you smash yourself with a chip. 

Strategy L^b games cannot be saved. 
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Tips on Playing I 0. Silver 

Here are some general strategies that will help you enjoy the game, get 
higher scores, and impress your fiiends: 

■ DOKT PUSH CHIPS R.WDOMLY. In fact, don't push a chip AT ALL 
unless it fits in with a plan of aligning and combining with other chips. 
You can't take moves back, and it's easy to get carried away trying to 
smash bugs. But you cannot complete a level just by smashing bugs; you 
must build circuit boards and eam execution points. 

■ NEVER CREATE A BLOCK OF FOUR CHIPS. The chips will become 
locked together and you won't be able to push them, making it very 
difficult or impossible lo complete a level. 

■ CONCENTRATE ON CHIPS OF ONE COLOR. Decide to combine all 
of, let's say, the white chips (these have the highest point value) to make a 
circuit board. Then, take a vacation and study the screen fnr a new plan. 

m WAIT FOR THE BUGS TO COME TO YOU. The best way to smash 
bugs is to find a push that helps you strategically, and wait for a bug to 
enter the line of fire. 

m TAKE .ADVANTAGE OF WRAP-AROUND. If a chip looks blocked, don't 
give up. Maybe you can move it to an advantageou.s position by pushing it 
in the opposite direction. 

Remember that two chips at opposite edges of the screen are actually 
touching each other. AIhi, don't waste time running across the screen to 
get to the other side. 

Hanging around the center of the screen will keep you from being 
attacked from the "blind side" by bugs, 

■ USE NON-VACATION PAUSES FOR LUNCH BREAKS. Rather than 
j.se up your valuable vacations, press CONTROIj-C. This will put you in 
the keyboard or jcvistick adjust mode and temporarily stop the game, not 
costing any vacation time. The only problem is. you can't see the Lab. 

■ DON'T FORGET THE ESC KEY. This will quit the level when you have 
enough execution points. If the position looks bad, take the Time Bonus 
for any remaining days on the calendar. 

m WAJT TO COMBINE PARTS. The fewer the number of parts left an the 
screen, the more diflicult the game becomes. With this feet in mind, don't 
push parts together unless necessary. Ju.st get them lined up with each 
other. When you are ready, try to make a clean sweep. Author's note: This 
is easier said than done. Good luck! 
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Appendix 

TECHNICAL STUFF ABOUT THE 1>ISK 

The 1, O. Silver disk is a normal DOS 3.3 disk- You can boot it. catafog it 
and !ook at iis pragraitis to your pryinfi heart's content. After you have 
played 1. O. Silver, however. DOS 3.3 »fil! necessarily be rendered 
inoperable (Brad had to murder DOS to make the game fit in 48K), The 
only Ihmfi resembling a IX)S command that will work is "PK^G". which 
will rtbotil the disk. 

If you want to Run any of the other programs on the disk, do a fresh 
boot on Ihe 1. 0. Silver disk or any norfflal DOS 3,3 disk. To look at the 
1. 0. Silver g^me code, you'll need to move DOS to the Lanfiuage Card, 
(Beagle Bros' PmnfoDOS moves IX)S 3.3.t 

Sorry, vve can't answer technical questions about how 1. 0. Silver was 
written, because we don't know. The author lives in Japan, and we'd give 
you his phone number, but (we've noticed) it's always 3 a.m. over there — 
tomorrow. 

I. 0. SILVER SOURCE CODE AVAILABLE 

If you are an advanced machine language prngraramer jor would like to 
become one some day) and you would like a copy of the source code for 
I. 0. Silver, mail KiO.OO to Beagle Bros ( address on back cover) along with 
the "[*roof of Purchase" comer clipped from the back cover of this manual 
{important}. 

I. 0. Silver was written with Merlin (Roger Wagner Publtshingl and 
should be compatible with most other assemblers. The code occupies a 
whopping three di.sks (both sides) and is fully commented, There is no 
printed matter included, but you can dump the code on your printer. 
Sorry, technical questions about the program or the source code can NOT 
be answered — you're on your own, 
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Flo Chart, Beagie Bros Registratfon Desk 
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